Hore we are again, happy as can be. All good friends and jolly good 
company. Yes, it's Newsletter time again folks! The time when happiness 
bursts into your lives after those three long, dark months of waiting - 

so what have those lunatics at The Software Farm got in store for you in 
this issue? 


Not a lot. 


O.K. who said that? Have him beaten to death with a wet kipper. 


There has been quite a response to all those questions sent in to the 
‘helpline’ Section in the last issue. So good in fact that almost one 
whole question has been answered. Probably wrongly, but we don't let 
minor details like that stand in our way! 


We have a couple of small errors to apologise for, but I am writing this 
very very quietly and at top speed, so I'm heaping you won't notice. Mainly 
to Stuart Green, whose address we printed as 28, Newborough Street instead 
of 38 Newborough Street, in the Pen Pals Section. This has now been put 
right. Of course, we also apologise to alltthose who wrote to Number 28. 

A Russian spy lives there, so all of you will have been hauled in for 
questioning by MI5, MI6 and Mr. Plodd (the Policeman outside Noddy's house). 
If this results in your being executed for Treason then we are all very 
SOrrye What flowers do you’ like? (Perhaps that question ought to be 
'what roots do you like?’ Once you are buried that is the only bit you are 


likely to see!) 


Needless to say we've got the usual bits and thingamebobs about machine 
code and the like, but also in this issue we have something compicstely 
different. Never been done before. It's a sort of mystery. in fact 
its two mysteries. The first mystery is that I"m not Going to sav any 
mMOre. So you'll just have to read this Newsletter to find out what the 


mystery is! 
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os ' 
Z-XTRICATOR 5O , 600 ' Mark Paller Rirminaham 
ROCK ETMAN 4,358,785 Michael Brooham Halesworth 


FORTY NINER 187,864 P. Millington Nuneaton 
SUPER SCRAMBLE 41,700 Mark Baller Birmingham 
FROG HOPPER 8,640 | Richard Benner Sheffield 
ASTEROIDS 4,275 J. Doyle Crawley 


GOBBL ERS 26,710 — Raymond Greenwood Nottingham 


You may remember in the last issue of this Newletter Paul Slaven of Exeter 
was having problems with his copv of "Damper/Glooper" from Cuicksilver. 
Heip is on its way from Jon Pose who sent the following repiy:- 

Dear Crazy Chicken, 


The problem Paul Slaven was experiencing was probably due tocccesees ¥OS! 
I ? be ‘ 


A Memotecn RAM pack} Seem to cause a: lot of trouble don't thev? (You 
can say that acain: E d) I*ve got a Memotech “Yam pack and my coov of 
‘Damper' didn't work either. This is because this particular progran 

(and the ZX =-81 tapes by Mikrogen), don't store their machine code routines 
tn REM lines at the beginning of programs, butstore trem hicher up memory. 
Unfortunately, because of the way Memotech designed tneir PAMe=nack, 1t 
doesn't like memory higher up being used. Unfortunateiy, this means that 
Paul's copy of '‘Damper' is useless to him. If you would like to pass this 
information on to him and also give him my address, I will gladiy help him 
try to alleviate his problem. This involves creating a REM line ar the 


beginning of the program, and transferring the machine code down memory. 


Unfortunately, this is rather complicated, and I would need to write to him 
to explain the methods fully. 


~ . 


Jon Rose also has the answer for De. Greenwood, who was really pleased with 
ARTIC Computings "Inca Curse" even though his high score was still zero 
after about 15 attempts. He has completed this adventure and will send you 
{and presumably anyone else in the same position) a hints sheet he compiled 
whilst playing it. His address is:- 


Jon Rose 

14 Lion: Road, 
Nyetimber, 
BOGNOR REGIS, 
SUSSEX: PO2L,. 332 


Useful tsn't he? 


Also in the last issue was a plea from Mr. J. Fe Daniels concerning FORTH on 
the: ZX8l, Apparently "YOUR COMPUTER" printed a FORTH listing a couple of 
years ago but Mr. Daniel's copy was illegible in places. We have received 
a reply from J. W. Lay with an offer of help. 


Dear S.F.eS.Ce 


In the latest newsletter a Mr. J. F. Daniels of Milton Keynes is looking for 
a copy of a FORTH programme from ''Your Computer". I think I have the one 
he wants. It is by R. C. Ramson in Dec. 1982 and called "FORTH DIMENSIONS", 
Would you please pass my address and 'phone number on to him so that he can 
contact me. 3 


Hissaddress is:- 
J. We Lay, 
12 Dammersey Close, 
Markyate, 
ST. ALBANS, 
HERT.. AL3.8J3S. 


As everybody owning a ZX81 knows, the industry deserted this machine as if 
it had just contracted bubonic plague, the moment the Spectrum was released. 
Unfortunately, Modems were developed for home computers after this event, 

SO no co-ordinated attempt to produce adaptors for a diseased machine was 
ever made. But if any of you have any experience with such useful cdevices 
Edward Rudge would be pleased to hear from you. 


Dear Mr. Chappell, 


IT am most anxious to connect my ZX81 to VIATEL the Australian equivalent of 
your Prestel. [I should be most grateful for any experiences your readers . 
may have had in using a modem and adaptor. 


- 


I am also looking for details of how I may obtain the appropriate hardware. 


If any members care to write to me at 27 Rhodes Drive, Glen Waverley, Victoria 
3150, AUSTRALIA I should be most grateful. 


Ye WILE wy Ss 


Btlward S. S. Rudge 


We are still receiving a few letters from people having trouble with the 
ZxVlophone program printe da few issues ago. Apart from the obvious 
tvping errors, there is one major reason that this procram might not work. 
There 1s an inbuilt malfunction in early ZX81's using the old ROM which 


wae prevent Zxylophone working. You can test your ROM by typing in 

RAND USR 32522", If you get the report D/@ you have the old version. 
- this a the solution, pointed out by Joe Daniels of Milton Keynes 18 
to make the following amendments:- 


age 2 


~? 


yp 


* 


After typing in the program as printed, enter the following POKES:- 


POKE 16515, 32 


'" 16524, 40 
" 16528, 32 
" 16540, 40 
" 16362, 67 
" 16610, 67 


Finally add a program line just before the US® call which reads 
TPOKE 16437, 255" and RUN it as ‘normal. 


ri 


Congratulations} You have solved the first mystery by findina the 
second. Here it is} Your PROGRAM for this issue is a machine code 
routine sent in by Stevan Robothan. The mystery is that we are not 
going to tell you what it does! The only clue vou are going to get 
is that it is a utility to help in the debugging of programs. Oh$ 
and that it is well worth the trouble of typing it in. 


A normal hex loader program is used and the program itself is 160 byt« 
long. 


1 REM (160 CHRS) 

10 LET AS =. ft 

20. FOR A =: 16514 TO 16673 

30 IF AS <>'"t"t THEN GO TO 70 

40 INPUT AS 

5Q SCROLL 

60 PRINT AS 

70 POKE A, 16x CODE AS + CODE AS(2) = 476 
80 LET AS = AS (2 TO) 

99 NEXT A 


Run this program and type in the following hex numbers {read from 
Lert £6 right), 


L6 hs DAT Oa 
Cees ae FS 
OB a 4D. 4 
46 23 4F . CD 
SB "OA “Dy LE 
cA a MMR Bee eta a 46 
OS 23 iS AF 
20 Bt eR ee 
Lea ee ee 7B 
RES es ee TE CI continued overleaf 


rage 4 


91 47 PS. GG 
CE es tS AS 
Ce SsdB Go. Gt 
FL Sale § Se Se 
233 3A 3A 40 
FE OS 20 51 
DL Sop AF 
BA “20503 a Bi 
Lk 2S 8S TRS Ge 
‘She age 8: BS. 2A 
OC 40 Le FS 
O2 19 io. 36 
BO 2A >25 40 
] - Rip AY 
EID 2 19 Ge 
Ok OC ae 
283 Br Bes 36 
© Ae. Ge Ou 
ES ZL 2i OO} 
ES DE B5 
O2- BD BOOS AR 
OG oy ba ke 
LOS FE SR ae 
4)0 4F 3E 21 
9b 48)" O68: 14 
COO Ce Oe co Re 
Choo < BB SE 
TO DF ase TE 
FE. 76. 20 &Q 
3) RS a 


Once you have typed it in SAVE it and then have fun experimenting. 
The answer will be printed in the next issue. 
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Although Gary Wells is not a Doctor, he would like to 
suffering from a strange and little known Llilness:~ 


Near CoO smic Cockerel ? 


"I seem to have a highly contagious disease, which spreads from #X-81 owners 
one by one. It is called "Forty-Niner-X-Trification spectrumiser Syndrome", 
The symptoms include, drooling for long hours over a joystick and monitor; 
playing Rocketman, uptightness and anger with people who trip over the mains 
lead and crash your computer while you're collecting the last diamond on 
level six of Rocketman. You also get a tendency to put up posters and 
clippings of Software Farm items on your wall. You lunge out at anyone 
saying anything offensive about the 7X81. You give W. H. Smith Saleswomen 
Dleces of your mind, usually large pieces, when they turn around and coolly 
say, ‘sorry, get no call for '8j games any more', You get mad impulses te 
buy a Spectrum. You may be asking if there is a cure. There is = you 
need a feeling of wantedness, not so alone. You need to make contact with 
other owners till eventually you are cured and the desire to buy Spvect rums 
is suppressed, So I wouid like to hear soon from other users who think 
they are getting 'fortyv-niner-X-=Trification Spectrumiser Syndrome', But 
being serious, just for a moment, well done for your excellent club and 
brilliant programs',." 


Gary Wells 


Your name has been added to the list of people with a similar disease, Gary. 
otherwise known as the Pen=-Pals Section. 


a 
t - 


IS THERE ROOM FOR ANOTHE®? SOFTWARE LIBRARY !- 
Dear tditor, 


"It is becoming difficult, if not impossible, to obtain software for the 
7Xe81 (Software Farm exclude 
Software Library. I have a 
wouldn't mind putting into a 
few utilities. 


' 
* 

‘round 45 commercially-produced tanes which I 
Fool =~ many are games, but I also have a fair 


IT am sure the Software Houses wouldn't mind < those that haven't gone ‘bust 
Cu tnetr lip if asked for anything for the Z¥.81. lL suspect there would 
be ‘royalties to pay to the authors, but this could be met ouf of a} .Drary 
Feet, What do vour readers thirk? fs there a Mand tor vintage 2xXst 
software such as Mazogs, Westworld or 7 DB? And have any of them any 
experience of other software libraries? | 
And finally a plea for heln. I'm stuck Gn ‘Espionace Fsland'! with an 
armful of torch, gun, rope and matches unable tc get into the aircraft 

i f on ~ 3 “4 = ? “ , «+ Ware > < ~ ~ [.— ~~ + . ~ 
wrecKage Or communicate witn the native woman, whos? hisband aopears at the 
mOSt inonmportune moments. Can anybody help with a clue or two?" 

addy Moindre* 
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£ 
e: 


‘Vell, what do you think? We would be interested in your comments concerning 
Software libraries in general and, of course, anything to do with Paddy's 
suggestions. Of course, PADDY would be more than pleased for any help 

you can offer on-'tispionage Island’. 


We are always Dleased to hear of Software other than our own. “MePLlayford 
has sent us the following review of a utility to add some of the more 
sophisticated facilities of BASIC used on computers such as the Spectrum 
to the ZX8Sl. 


Dear Sirs 
"tT would like to revi 


This maenhine code util 
and includes 4 standar 


w the piece of utility software "Extended Basic". 
tv program adds 18 statements. to the standard BASIC 
FASTC statements, but much sveeded up. 


Statements include: PREAD, .RESTORE, DATA, DRAW, CIRCLE, .FILL, FAPER, IN -and 
murs The machine code is called by a simple GOSUB 0, followed by a 5M 
statement containing the RASIC instructions. The program will not crash 
even if a mistake 1s made. Statements may also be joined, by using a colon 
m"s'™ (as on the Snectrum). Included with the program is a full instruction 
sheet, which includes a description of each statement. 


Extended basic is available from: 
RP. Js Ge. Bentent. 
LINNABUSSTRAAT 16, 
2522 GS DEN HAAG, 


HOLLAND. (Priced at £4.00 - cheques 
are acceptable. )® 


M. Playford 


[ACHINE CODE CLASSES? 
Dear Cosmic Cocker, 
"Waving recently joined your 7X81 Club, I would like to express my 


anopreciation = nay amazement —- at the standard of your ftware and News- 
Letter 


A 
< 


your Newsletters you asked for comments 


f 
0 
a 
AY 
2) 

4 

1 


” 


; og NY im. . ee ne) be ‘ ‘sent : Shae a gle as ie Si ne gh : ia 0 . 
readers (especially around Bristol) who, like me, are suffering acute mental 
‘ . ‘ . a j ‘ a . » 
in trying to understand the machine sco 
i 


In one aft a s 

Please find enclosed a lK Games Pack from Arctic. It's terrible! On 

the other hand, if any of your readers don't know about t! magazine, x 

Comnutina May © hen. thev don't Know what: tn ey "re missin a \rev there any otners 
a 


ce) 
(No .9ffence to Cosmic Cockerel IT hasten to add: Keg 5 = Ls 
Hecatse I have a suagestion. Would it be possib! rr the 
ekerel to run a‘sort of niaghteschoo!] For dense a ee a ‘r-MACKL ne codte 
At ALS Headquarters’ ("or a fee of course) Pera ¥ Local readers 
i ] ig mii t ee ?} Ses eh 4 i oy ho 
7 ¢ ae 


bat 

Need 

0 
“I 


Pace & 


y ath ay pag &: Tt} 
na is POW « 
sf t fay 
bs i 
mess i 
’ 
\r Fa 1 
ere 
end 
HO’ c 
Bg ; ~ ; _ - ‘ 
tui ViTHIS OT) » 
set Lothian, 
Set tat 
aR A «ft 
Maurizro. Ver 
VracSeani nis 
20 i 53 i } an $ 
Italy. 


ifficiently close 
then 


wotld be interest 


ERR CC 1 ¥ 
 sDabDblyv be. Qn a weekiv bas: 
ele ope Su PENG t TOR 
PT » + }- 
YNDD yt ah he rot 
ussell Wapnples 
1h 4 ra Bohn ie “9 - 
é At» SS af rove ag ids 
5 N 
rs é. aA IV 4 
Leroces te. 
“ny - i. ot 
2. PR 4 i KA 
. RA «- td Yo bd 
ls Martin Cassidy, 
. “3% 


*Hendre Mawr', 
Frongoch, 
Bala, 

Gwynedd, 


Lies  7SA 


Ley} 
K1irdarie, 
~~ > — + 7 


Gary Wells, 

4 =lm Close,, 
Aitresford, 

i SSOCX. 

(X07 BEE 


to 
the Cosmic Cockerel would be. more than 
ed in taking part 
ild be in the reaqion of £2.00 per hourly session, 


Pristol woutkd-. be interested 


then please 


Kings Heath, 
Birminonram. 
B14 6hY 


Ilan Fraser, 


14 Waverley Park, 


Abbey Hill, 


Edinburgh, 
Scotiand 
BHS8.8EU. 


He UI 


As regular readers of this Newsletter will know, we have 
‘BREAKOUT’ program over the last few issues following this 


RESET sate | 
NP oF 
BALL SPEED 


i 


The variables we are using are:- 


1S ates So) Sea, Sb RS DY 


! PEs 
3 - - ~ ™ - + 
: { 4 | > \ ~~ f } 
Him 
Pat be Yr 
A a i. 
. é —— -_ > € ~ + 4 ~ m Hy > aaa @ We 3 % . so ae WS oi “vy vait t -} ’ : ! MP yij 
r me ~ ‘ . — in se es r} i ' 4 i ae ee ; i 4 i i i + Y ¥ J il 
_—" ~ * ~ ae st ~& t}) - 
» - ; i % i me A a * 
t = ear 7 eo yon ~~ wer 
1 en characters 
7 i % _ ‘ 
t i « —— 
is o*<s 2.4 2 es 4 ~ all a as 
¥ a on. Some Ce oy 
5 HH x L€ ; t + ee af ’ 
a . Y ? *T ™ i ¢ 
. 4 Cet aN od 
i ae ~*~ a ? 
é \ + 
i ¥ 


60 PRINT X:"" = '%;AS 

7O POKE X,16*CODE AS+CODE AS(2)-476 
80 LET AS=AS(3 TO ) 

90 NEXT X 


Once you have typed it in, RUN it and enter the hex codes given 
which is the program so far. 


On entry C=Amount scored 


LOSShieet 386 40 LD Hi. f65r6 Points to units column 
56 305 LD<By 5 Sets loop to maximum of 5 columns 
7E LD A, (HL) Loads accumulator with current 
value in column 
81 ADD A,C Adds score to value 
gt LD (HL),A Replaces new value in column 
FE OA 25 ame 8 Value larger than 9? 
38 O08 rR .C 8 No = leave routine 
N6 OA SUB A,10 Subtract 10 from. digit 
Th LD (HL),A Peplace correct value 
2B DEC AL Point HL to next column 
OF -OF be Cee Set -C tao add carry to next column 
£0 >, FL DINZ=-15 Jump back unless all columns have 


been serviced. 


Now we will go on to put the score just calculated onto the screen. 


£6551 «AGO. 40 “LD AL, 6396 Start of D-File 

23 SR. Hes) : Move HL to point 

23 ta HL) To equivalent of 

23 INC HL ) ‘Print at 0,2:" 

Ob: OS Ka By S Set No. of characters to be printed 
b6559 “oe  S82..40:. LD BE. T6514 Point DE to start of 

LA LD A, (DE) Pick up first data byte of data 

co. . 9c ADD A, 156 Change digit to code for D-File 

(Inverse) 

77 UD (HL), A | Place code into D-File 

23 NG a Move Pointer in D-File 

L3 INC DE Move Pointer for Data 

LQ FS DIN = BS Jump back to "1A" until all 5 digits 


have been printed 


lae7O . Ge RET Subroutine complete 
Return to Program 


The above subroutine is called whenever a brick is hit. The main program 
will have put the amount scored into the C register before calling the 
routine. The subroutine adds the value in C to the current score stored 
as one decimal digit per address from address 16514 to 16518, then puts 
the new score on to the screen. 
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Now the program itself follows. At the start of any new game every 
variable must be reset to its starting value. 


RESET SOORE 


L6S7i <ee °° S32. 40°. BD AL, 16514 Set [HL torfirst degit-im score 

Ge. OS LoD 8,5 Number of digits 

36 ©O L0°ChL> © Set digit: to zero 

23 NCO Move to next digit 

i@ FS DJINZ = 5 Jump back until all digits reset 
Loc. ga - OS ILD-- tHE), 5 Set number of lives 

23 INC CHL Move to next variable 

oe FF ED GAL se 85 Set speed of ball 


CLEAR SCREEN 


LO5c6° 2A OC 40 LD HE, (16396) Load HL with start of display file 

06 18 LD. By. 24 Number of lines on screen 

23 INC HL Move to print position 0,0 

7E LDA, CHE.) What is on the screen at this 

position? 

FE 76 CF £8 Compare with 118 which is the NEWLINE 
character at the end of each line 

28 04 JR Z O04 NEWLINE found. Jump. to "IO. F4 to 
count down number of lines 

36 OO LD: this} If NEWLINE isn't found position is 
set to ZERO 

18 ¥6 JR-10 Jump back to '23° for the next position 
in line 

10 F4 DJINZ = 12 Count down number of lines. When 
zero all will have been serviced and 
routine will be exited. Otherwise 


Jump back to:'23'. 


Next we shall go on to print the game. We need a border around the edge 
of the screen to start with, to enclose the playing area. For the roof 
we shall use an inverse space and for the two sides inverse grey squares. 
The bottom is to be left open. Let's start with the roof - 


19003. 2A OC. 40° ED HL, (16396) Load HL with the start of the display 
file 
Ba #h OO ED Wey S34 Load DE with 33 
19 ADD HL, DE DE is added to HL (the result in HL) 


to bring our print position down 
a line (the score is in the top 


line) 
SS. Bee. ® LD.B,32 Number of characters ina line 
23 INC HL Bring print position to 0,0 
2O° 80 ED GAL py b2e8 Load character position with 
128 (code for inverse space) 
10 =FB DINZ =-5 Jump. Back to’: "23° until all 


character positions in line have 
been serviced. 
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Now the Left-hand side =< 


16617 


2A 
23 
O6 
19 


36 


10 


OC 


17 


88 


CR 


Rh des 


40 


LD HL, 
INC HL 
Lo nia 
ADD HL, 


LD (HL) 


DINZ =<5 


(16396) 


DE 


. Tae 


Start of display file 
Bring Print position to 0,0 
Number of positions down the screen 
Bring position down a line 
(Pemember [2 will still hold 33) 
Load displav file position 

“with CODE 136 
Jump back to '19' until all 

characters printed 


and the right-hand side - 
LOmeee 2A. OC 40° ED HL, (16396) Start of display file 
1B DEC DE D= now holds 32 
19 ADD HL, DE Bring print. position to: 0 931 
aS INC DE DE holds 33 again 
ee bh T LD 8323 Number of positions down 
19 ADD HL, DE Rring print positions down a line 
36 ...38 LOH is (£36 Load print position with CODE 136 
Lo: FB DJINZ =-5 JUND OSck te 29°  untad als 


characters printed 


Next we need the block of bricks to be printed 


$6641 2A. OC .40.. LD HL, (16396) Start of display file 
Lio86 00 Lb DE, 134 This represents 4 x 33 + 2 
Or print position 4,1 
19 ADD HL,DE Add to start of display file 
3E. -O¢ LD A,4 Load accumulator with 4 
(The CODE for fj) 
OE O06 EDs, 6 Load C with the number 6 (This is 
the number of rows of bricks) 
il: ee ee 3 LO DRESS Load DE with 33 for adding to HL 
| to bring down a line in display 
E5 PUSH HL 
760056 O06 TLE LB 30) The number of bricks in the rows 
7? LD (HL),A Load the byte pointed to by HL with 
the value in A. In this case the 
CODE 4. 
23 SINC OM Set HL to next byte in row 
ae. FCS DJIN7T =<—4 Jump Dack. tad. '77' untzl all bytes in 
row have been filled 
3C INC A Add 1 to the value in A to change the 
CODE. tO 3. 
El POP Mi. Take our: position of the lLeft-most 
brick back from the stack and into } 
19 ADD HL, DE Add the value in DE(2?3) to HL to 
point to the next row down 
OD DENG Decrement the number of rows 
‘eo F3 Jr? NZ =I3 Jump Dack to. "ES* until: number of 
rows Nas counted down to zero 
Cioweo. 40 CALL 16531 
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For those of you who have already got this first part of the program typed 
in and SAVE'D, simply LOAD it in, change line 20 to read ‘For X=16671 to 


50000' and continue typing. 
reset the paddle and ball positions. 


20075) A 2 40 
Le eo. O2 


LD HL, (16396) 
LD DE, 74] 


19 ADD HL, DE 
22 8F 40 LD (16527),HL 
26 03 Ep: Yan +s 3 

22 INC HL 

36 03 LD CHE); 3 


Now the ball position 


16686 2A OC 40 LD HL, (16396) 


Mm 5B Ol LD Ds, 347 
19 ADD HL, DE 
we 8c. 640. ED (16524), °HL 
36 Ol LP (Ld 


In both cases we have used a new command a22 hex. 


Following the flowchart the next step is to 


First the paddle position. 


Find start of display File 

OFFSET into File (Represents 22 x 33 
+ 15 or PRINT AT 22,132) 

ADD OFFSET TO BASE 

Store position at 16527/8 

CODE for & 

Move position along one 

Paddle now complete 1.e. cama | 


Start of display File 

Offset into file (represents 10 x 33 
+ 17 or PRINT AT 10, 15;) 

Add offset to start 

Store position at 16524/5 

Code for represents ball 


nis is the exact 


opposite of the command 2A hex which loads the HL register pair with the 
contents of the address given in the two bytes following the command (i.e. 


2A OC 40 loads HL with the value in 16396 and 16397. 
will remember that OC 40 is the hex representation of 16396). 
22 hex performs the opposite function, 
pair into the address following the command. 


I hope that you 
The command 
it puts! the value in the HL register 
So. 22 OC 40 would put the 


value in the L register into address 16396 and the H register into 16397. 
(Although don't do it as this is the variable that holds the start of the 


display file! 
the BASIC system} ) 
16698 


om. O3 LD A, 3 


32. 8E 40° LD (16526),A 


If you alter it everything will go haywire as you'll confuse 


This represents the ball direction 

-~ it will be explained fully in the 
section concerning the ball., 

Place the ball direction into the 
variable at 16526. 


The command 32 hex is identical to the command 22 hex just mentioned. 
It places the contents of the Accumulator (or A register) into the 


address following the command. In this case 8& 40 or 16526. Of 
course, as A is a single register the following address is not affected 
as it would be with a register pair. 


The next sten 1s to print the number of lives remaining on to the screen. 
The routine used has been seen before, so you should be able to see what 
is happening without much explanation. The only command not previously 
seen is 3A hex, This 1s the opposite of 32 hex just explained. [t 
loads the A register from the address given. In this case we are using 
it to take the number of lives remaining from the variable that holds 
this number. | 
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167039. 3A By AO. LD Ay CLOSES) Load A with number of lives 
eh OC 40> LD. AL, “€86396) Start of display file 
fo oe - OGe £.D DR. wae Offset value 
19 ADD HL, -DE Add offset to start 
COM VE ADD A, 156 Change number of inverse code 
5d EDM ks Aa Put code into D-file 


Now (you will be glad to hear) almost all of the variables have been set. 
PRefore we enter the animation loop of the program it must wait for a key 


to be pressed. We shall use the 'S' key ('cos it stands for SERVE!). 
The result of this is the ball won't hurtle towards you until you have 
shown you are ready for it by pressing the SERVE button. Ve can test 
for a key being pressed by using one of the system variables calle 
LAST=$K. This 1s a two byte variable at 16421 and 16422. When no key 
1s being pressed all the bits in these two bytes are at l Giving us a 
value of 65535. When a key 1s pressed one or more bits change to 0, 
so altering the value in this variable. The value for any given key 


(or keys pressed together) can be found using the following BASIC routine. 


ce) SCROLL 
20 PRINT 256 * PEEK 16422 + PEEK 16421 
30 GILO . FO | 


Pressing any key or Keys will scroll the resulting value up the screen. 
The key we are interested in (the 's' key) gives 2 value of 64509 sos all 
we need to do is to test this variable until it matehes this value. When 
this havopens we Know the 's! key has been pressed and the program can 
continue. 


10716 es 3 FD 0FB LD DE, 64509 Set DE to value reauired 
iw 25. €O- LD: He, (i642r) Load HE with variable value 


Having the value we are looking for and the value actually contained in 
the LAST=K variable loaded into DE and HL respectively we can subtract 

one from the other. If the answer is zero, we know that they are the 
same and therefore the 's' key has been pressed. In this instance the 
registers used for each value have been chosen carefully. Dti2s only 
possible to subtract from the HL register pair, where the answer will 
reside. This means that the value in HL will be destroyed, but the value 
in DE will remain unaffected. As the value we are waiting for is constant 
it can remain in DS unaffected while HL can be loaded on each pass with 
tne (possibly changing) value in the LAST-K variable. 

[ne two byte’ command ED) 52 (hex) subtracts DE from HL but also subtracts 
the contents of the carry flag so we have to make sure that the carry 

flag is not set (is at zero}. This 1s done by using the command A7(hex) 
which ANDs the Accumulator with itself‘. 


It 1S not necessary for this program to go into this any further than 
that this is a convenient method of re=setting the carry flat without 
altering the contents of any register. 


16722 A7 AND A Reset carry flag 
ED §2 SBC. HE, .DE Subtract DE from HL 
20 «=FS8 JRNZ=8 Jump back to new value in LAST-K 


if not the:-same 


When the two values are equal the 'S' key has been pressed and the program 
can continue. We are now going to set the last two of our own program 
variables, the use of which will become clearer in the section dealing with 
the movement of the ball. 


16727 BE SO LD A, 16 Load A with value 16 
32 8A 40 LD (16522), A Place value 16 in to 
Be: BB ap LD (165233, A Addresses 16522 and 16523 


Now we enter the loop which will animate the paddle and the ball. The 
program will continually travel around this loop until either all the bricks 
have been eliminated or the player lets the ball pass his paddle and so go off 
the screen. 


If you look at the flowchart you will see that this loop consists of checking 
the timing of the paddle and ball constantly. When the timer for one or the 
other indicates that the time is right then that object is moved, if not the 
checking continues. Included in the loop is a check to see if all the bricks 
have been knocked out. As the ball can only leave the screen when it is 
moving the check for this is included in the ball movement routine. 


In this issue we will look at the routine for moving the paddle. The section 
in the flowchart dealing with this is very simplistic. It does not take into 
account the direction of movement or the handling of the graphics characters 
which greatly complicate this routine (but not half as much as the ball 
routinel). 


As you will remember the paddle is made up of two code 3 characters. Now we 
could take the easy way out and shift these left or right a character position 
at a time, but in the interests of smooth movement we are not aoing to do this. 
With the graphics available it is possible to move half a character nosition 


at a time. For instance if we are moving right we could co from eee 

to A. to ar ° Going left this would be (ee 

to to = ° It can be seen from this that there are 
only two patterns of characters used. and ° However, 


it 1S important to Know which has been used at any time and the spaces 
indicated in the earlier examples are important to eliminate the trailing 


characters as the paddle moves. Let us call these two configurations, Print 
Mode l and Mode 2 respectively. The following flowchart gives a working 
example of the paddle routine. Study it until you understand the operation 


of the routine with relation to the movement sequences previously shown. 
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<3 SPACE PRINT A. 


oT READY “\S 
= 7 o(_) SALL 
TIMER 


YES 
~ (LEFT) 


(cn 2 
SCREEN? 


PRinT A, 


iNC 
PoUTION 


| PRINT IN PRINT IN 


| Mobe 2 Mode | 


- 


The first decision to make in this flowchart is whether or not the timer is 


ready to move the paddle. The timer used here is simply to count down the 
value contained in the timer variable until it reacnes zero. By adjusting 


the original value the length of delay can be adjusted. 


16735 ei Oa LD HL,16529 Load HL with address of naddle 
variable. 


35 DEC “CHE Necrement value in variable. 
This is a new command. It decrements (subtract one from) the value contain-d 
in the address pointed to by HL. In this case the timer variable. 
16739 Be COs JP NZ (16840) If the value is not zero |jumn to bail 
timer. You could temporarily change 


this to C2 SF 41 (16735) while ball 
routine is: not. present. 


an 6 6CS ‘LD A, 200 Start value for timer 
si LD (HL), A Place value in variable 


ing the variable LAST-=k. 


ft 


Now we check -for key depressions, again u 


164745 ED 5B 25 40 LD DS, (16421). LD DE with value in:LAST-K 
“EDS Hb 57275 [LD HL, with value of 'B' key 


7 AND A “eset carry flag 
ED. S52 SE bg es Subtract DE from AL 
23 21 JR Z 33 if 1B pressed jump forward 223 bytss 
el 7h F7 LD Ahy 63359 DO.HL, with Value for *M* key 
A? AND A Paset carry flag 
ED* 52 SHO My JE Subtract D&E from HL 
20. E2 JR NZ = 30 If not zero (ieee. 'M' not pressed) 
neither key 1s pressed so ao dDack te 


a 
—~ 


} i Riae 
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If the program reaches this part then the key for the paddle to move right 
has been pressed. First we check to see which print mode is currently on 
the screen. The paddle position stored in our variables is always the left 
most character in the paddle. This is either going to be CODE 2 for print 
mode l] or CODE 2 for mode 2, so we can test the character code at that 
position in the D-File. 


16765 24 8F 40 LO HE (16527) Position of leftmost character in 
paddle 
7E LD: Ay tHe) Load A with character 
FE O3 CPs Is it code 3? 
28 08 JR fy oS Yes so mode 1 1s on screen 


Jump to section to handle this 


At this point in the program the paddle is moving right and print. mode 2 is on 
screen. Following the flowchart and the movement sequences shown earlier a 
space is needed at the leftmost position. Easy 

16773 56-00 LD 4 HE): O Put a space in left positior 


Now this 1s no longer the left most position, so we add one to the position 
and replace it in our paddle position variable. 


16775 23 INC HL Add one to position 
22 8F 40 LD (16527), HL Put new position in variable 
All that needs doing now is to print the two characters for mode l. As this 


is used from several routes in the program it is later on in this routine, so 
let's jump to it. 


16779 La 47 JR 23 To print in Mode 1 
This next part of the program will only be reached when the paddle is going 
right and Print mode 1 is on the screen. This means that we will want to 
Print the next paddle in mode 2, which will need to enter a further character 
position on the screen. First we must check that this Goes not hit the side. 
16781 a3 INC: HAL Move right two positions to 

23 ING AG where mode two will print 

7E ED A, iCME.) Load A with code at this point. 

FE 88 cp 136 Is it 136?.. (code used for sides 

of playing area) 
28 2B JR Se If yes jump to end of routine 
(iee. paddle does not move) 
28 1E Steet: Oe TO PRINT IN PRINT MODE 2 


This is the section of program that will be branched to if the key for left 
movement has been pressed. 


16790 2A 8F 40 LOA « 6165275 Paddle position 
7&5 UL A go FES) Character code in paddle 
FE SOs Cr4 Is it code 3? 
26°05 eee ES If 1t 18 Jump to. mode I 


Paddle is moving left and mode 2 is on the screen. 
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16798 23 | INC HL Move to right hand side 

23 ING of paddle 

36 00 LD (HL), O PRINT SPACE 

2B DEL..HL MOVE back to left hand 

2B DEL HL Side 

36. O03 Ep} 33 

23 INC HL. ) PRINT Paddie in mode 1 

36: O03 ES § 2) Be ge. Cae 

18 14 JR 20 Finished. Jump to end of routine 


Paddle is moving left and mode 1 is on screen. 


16811 a3 DEC RE MOVE POSITION LEFT 
7E LD. As (RE) LOAD A WITH CHARACTE? AT NEW POSITION 
FE 8&8 CP io Is it the border? 
202° 08 JR “2°14 If Yes, jump to end of routine 
22.28 F240 LOA T6S2e7), HL Save new position 


Now we print on to the screen in MODE 2. 


16820 2A. BF. 46 LD HL, (16527) PADDLE POSITION 
86. OZ LD (HE®, .2 CODE FOR (# 
a3 INC HL MOVE POSITION RIGHT 
36 03 LDV {ayy 3 CODE FOR & 
23 TRC HE MOVE POSITION RIGHT 
36.01 LD CHLy, CODE FOR sg] 


The routine is now complete so we jump to the timing check for ball movemert. 


16831 Ca CB a JP (16840) 
This is a specific jump. It is unconditional, i.e. the jumn is made every 
time the command is reached whatever the state of the flags. For the time 


being you may want to change this jump to C3 5F 41 so that it will temoorarily 
jump back to the beginning of the paddle routine (S* 41 is the hex equivalent 
OF: 16775), This will allow you to run the program so that the movement oz 
tne paddle can be seen. 


it may be a good idea to copy the paddle routine on to a separate piece of 
paper so that the relationship between the various jumps and the fiowchart 
can be seen more easily. It is more important to study how tne routine 
works, but if you want to see the paddle in operation make sure the two jumos 
which would normally go on to the bali routine jum> back to the beginning cof 
the paddle routine and 'RUN' the program using RAND US? 16571. 


In the next issue the ball routine will be covered. But this is many times 

more complicated than the paddle routine just covered, as it has to allow “or 
movement in 8 directions instead of just 2. It 1s therefore important that 

the operation of the paddle routine is fully understood before moving on, 

So I snall leave you now to get on with your studies! 
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Have you ever spent so 


Has your RAM pack wobble ever got even wobblier? 
ras 


much time recovering from the computer bombing out that you don't get 
chance to actually use it? Have you ever had a cracked connector? Well 
here is a tip from J. W. Lay on how to Save money on repairing it. 


TIP FOR CRACKED CONNECTORS 


"To have a connector replaced can be expensive (Memotech 
charge £12). 


There is an edgecon cup for fixing connectors to panels. 
Two of these at 12p each with the mounting flanges sawn 
off gives you a clamp for each end of the edgecon and 

has cured Qlitch/handshake problems on my memotech 64." 


fo PAtere | 


E 


1K 7X81 Computer = (with all leads, manuals included, in original 
packaging, very good condition) = £10.00 + 
£1.50 postage. 


Ls ADVE RTI SEMFNT 


Rardware 


software (All originals in very g00d condition) 


RS Asteroids Quicksilva | £b.75 
QS Defenda " ae s 
QS Scramble ‘by a PRE 
QS Invaders i Sie? 
Asteroids Silversoft tba Fe 
Star Trek PSS ae Dee 
Raider Artic Computina os Pe 
Hopper PSS \eew Foo 
Rlockout 1K J. Ke. Greye pS a Gs 
Othello CDS Fie2itS 
Filtaght Simulation Psion £2.25 
#£% Adventure Tape 1 Fhipos Associates fo eS 
Black Crystal Carnell Software £4.00 
Machine Coder (Compiler) PSS RS Be 
Collectors Pack FECES £2425 
Vu=File Psion eS 
Bioryvthms gas £1.00 


ROOK S 


Learning to use the ZX81l Computer = £2.00 + (50p pestade) 
(Robin Bradbeer) (Very good condition) 


Peek, Poke, Byte and Ran -« £2.00 + (505 Sg ech 


( Steaua ra and Jones) (Very Good conditi on} 

Computers: Applications and impli 2Ccations - £2.00 + (50p pos? age) 
(Peter Weston & Megan Roberts} (Very cood conditisn) 
Computers: Information and Data = 22200 + {5Op post age} 
(3arbara and John Jaworski) (Very good condition) 


NOVe 1982 = December 1932 issues (1.10 each 
Jan. 1983 - Aprii 1983 issues BPS TO) ie 
June 1983 - Nov. 1983 issues eS ee. se 


continued Overleaf 


The First Sinclair User Annual 1983 edition £1.10 

7X Computing ( All in mint condition ) 
August/September 1982 issue £1.25 
October/November 1982 issue 25 
December 1982/January 1983 issue £1,25 


Please send cheque or postal order to - 


Simon P Haigh 
8 Blake-Hall Poad 


MIRFIELD 

West Yorkshire 

WF1L4 ONN 

eae ADVERTISEMENT 

Software 
Trader Trilogy £2650 
Za FOrthn oars | O, 
Forty Niner £2.00 
Rocketman £2.00 
Z—-Xtricator £2.00 
Sea Wolf £2.00 
Flight Simulation £1.50 
Labyrinth ri. 50 
3D Defender £2400 
Galaxians/Gloops £1.50 
Damper/Glooper £1.50 
Byter ee 
ZXAS (m/c assembler) £1.00 
ZXDB (m/c disassembler/debugger) 


£1.00 


Hardware 


av) 


AGF Programmable Joystick Interface 15.00 
(Joystick not included) 
BugByte PAM pack (compatible with Alphacom 32, £10.00 


and almost wobble free!) 


"Please note that all software is original, and not copied. 
I will work on a first come — first served basis, and any 
cheques/P.0.'s for any produce already bought will be 
returned as soon as possible. 


"If you wish to purchase any items please list on a piece of | 
paper, with your name and address anda cheque mad out to me | 
at = 


Stuart Green : 
23 Newborough Street 

Burton Stone Lane 

YORK 

FOR FAL 


"All items will be posted by first class mail as soon as possible," 


H 
! 


a. ADVERTISEMENT 
Games Software 


M House goes de-bugging (hi-res) 
Inca Curse 

French Tutor 

Galaxy Jailbreak 

Galactic Trooper 

Pank Robber 

Zombies plus Sword of Peace 
OS Invaders 

Super Programs 5 (6 games) 
Arcade Action 

ik Breakout 

Ship of Doom 


All these games are originals. 


Lothlorien 
Artic 

? 
Romik 

? 

w 
Artic 
Quicksilwva 
Sinclair 
DK' Tronics 
JI K Greye 
Artic 


Please send a cheque or postal order to - 


Michael Walker 

323 Shawbury Grove 
SALE 

Cheshire 

M33 4DF 


4. ANVERTISEMENT 
Hardware 


Memotech HRG Pack 

Memotecn 64k Pack 

Sinclair ZxX81 (with keyboard 
bleeper} 


OP 
The whole lot. for £503 
Software 


Forty Niner (Software Farm) 
Packetman . 

Pilot (Hewson ConSultants}) 
Hopper (Pes.S. ) 

Space Raiders (Sinclair) 
Rrick=stop (CDS) 

25 Seramble 

Krazy Kong (P.S.S.) 
Basicode 2 (B.B.C. = not a game) 
29 Monster Maze (N.G.S.) 
Black Crystal (Carnell) 
Defender 

Defencda 

Ccean Trader 

Breakout (N.G.S.) 


rt 4) 4) 
a BARS 


OP 


Complete nackacge Hardware and Software for 
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i te. 
£30.00%.'% 


ees 


£75.90 
er OO he 


~~ 


ww 


£3.95 
m2 eo 
£1.50 
F1.20 
£1..20 
£1.20 
£1.20 

1.20 
Elieg 
ESAS, 
£0.70 
£26) 


& 
All items marked * include Manual/Instruction booklet. 
Contact = 
John Cantlie 
Drayton Bridge 
Fast Meon 
PETERSFIELD 
Hants 
GU32 1PW 
Tel : East Meon 375 
Se ADVERTISEMENT 
Software 
Spectrum Games = 
Jet Set Willy Software Projects £3.00 
Robber Virgin Games age 
Scrabble Psion £8.00 
Sentinel Abacus £2.50 
Violent Universe Quest £2.00 
Factory Breakout Poppy Soft £3.00 
SPLAT! Incentive £3.00 
Spect rapede £2.50 
Football Manager Addictive Games £3.00 
Kwikload Data View £4.00 
(4500 Baud SAVE/LOAD routines plus Header 
Reader to SAVB and LOAD 3 times faster 
than normal e.g. Scrabble 136 seconds and 
Hobbit 120 seconds) INCLUDES MANUAL 
OR "TE will swap all the above for a ZX Printer with paper 


OR Hobbit AND Sherlock Holmes together. 


"Tf anyone has any of the following to sell I may swap or 
buy them - 


Unde rwurlde Ultimate 
Knight Lore sy 
Alien 8 ay 
Sabre Wulf re 
Beta BASIC 


Blackhawk Creative Sparks 

Leonardo ‘ 

Trans Express 85.2 Romantic Robot 

Airwolf Ocean - WANTED BADLY 


"T will split everything if required 


Hardware 


ad) 
AS) 
eo) 
e) 


Dodgems & Connect 4 = CDS 
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Fishing Tackle 

Shakespeare 2002GG Reel & Line 

6 foot Milbro Rod ( 2 piece ) 

NDisgorger plus 5 various floats 

Rait box 

Size 12 hook with 3 different sized lead shot 

Shot dispenser plus spare shot 

ALL FOR £10.0033 

Spanish Folk Guitar 

No scratches — never used - perfect condition £15.90 

Swap Guitar plus Fishing Tackle for a ZX Printer with paper. 
"If you live in the West Midlands i.e. can use the blue and 
yellow W.M.P.T.E. lines then I will deliver the goods free 


of charge straicht to your home. " 


Mr S Robathan 
129 Ash Road 


Saltley 
BI RMI NGHAM 
B8 1DR 
oe ADVERTISEMENT 
Software 

ZX Galaxians Artic £1.50 
Invasion Force x £2.06 
Subspace Striker plus 
ZOY Pixel £2. 50 
Space Intruders Hewson FT 0 
7*X Chess II Artic £4.00 
D Coder | Cosma £34.50 
Cassette Five Orwin ( 8 games ) £4.CO 
Namtir Raiders Artic £2.00 
Baron Temptation £2.50 
Dungeons of Doom e £2 650 
Admiral Graf Spee | £2.50 
Toolkit. Artic £25 50 
Cthello CDS Fie 00 
Dominoes Phipns £2.00 
Asteroids Silvasoft fe uO 
Machine Code Test Tool OCP £2, 50 
Income Tax & 

*Home Ranking Micromega ( 2 cassettes)£3.00 1k and 16k 
VU Cale Psion £1.50 
Pimania Automata £2.00 
Krazy Kong PSS $2.50 
Star Trek plus 
Galaxy Warrier Artic Fi. SO 
Krakit Artic ri. 50 


ALL.for £400t Save £11 ) 
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Send cheque or postal orders to - 


Mark Baller 

18 Emsworth Grove 
Kings Heath 

PT RMI NGHAM 

B1i4 6HY 


i 


Good News for all you ZX81 owners hankering after further titles: 
'SPECTRUMISER' is now officially on sale. If you don't Know about 

this program ( where have you been ? ) it is a hi-res utility 

coupled with a BASIC compiler. This allows you to write your own 
arcade stvle ( or any other come to that! ) games with high resolution 
Graphics using the ease of BASIC but the speed of machine code. 


Also 'BOOSTER' is the third game in the high resolution series, and 
is now on sale. This game has 5 screens, the objective in each is 
to collect fuel for your flying saucer: but the hazards encountered 
while you are trying to do it differ. Once again you have a rocket 
pack to enable you to get about and the pitfalls you are going to 
encounter along the way include spiders, skulls, poisonous patches, 
patrolling pests, nasty nettles and of course your own errors of 


aerobatic judgement. 


The flying saucer 'parks' at a random level on the left of the 

screen. You have to make it through all the dangers to the other-side, 
collect the fuel cells and get back to the correct level in order 

to refuel the flying saucer. Sounds easy huh ? Well the ohstacles and 
general nasties along the way make it their business to make sure 

it isn't: and just to make matters worse you are also up against a 
time limiti | 


This game is just as much fun as 'ROCKETMAN! anda hell of a lot 
better than having a nail hammered through your biq toe - so we 

all suagest you buy a copy this instant! But remember both these 
titles are only available by mail order and will not be seen in the 
shonse So fill in the order form below to get your copy nowé. 


PRICE Liss 


FOPTY NINER EIS 
ROCK ETMAN £5.95 
Z=-KTRICATOR £5.95 
SPECTRUMT SER tou 95 
BOOSTER £5.95 
SUPER SCRAMBLE £4.50 
FROG HOPPER £4.50 
ASTEROIDS £4.50 
GORBLERS £4.50 
POSLERS.. £0. 50 


T-SHIRTS ( Adults ) Sizes SMALL, MEDIUM £3.00 


& LARGE 
T-SHIRTS ( Childs ) Sizes 26", 28", 30" £2.50 
& 30" 


S.FeS.e-Ce MEMBERS = DON'T FORGET TO DFDUCT 


a 
~ 
G 


FOR EVERY TAFR BOUGHT: 


OVERSEAS ORD®RS PLEASE ADD AIR MAIL FUSTAGE 


AND MAKE PAYMENT IN STERLING. THANK YOU. 


a 


4% 


ORDER FORM 


Name 3 esoseeeveseo4uee@e*#1@Ceoveeveseeveveseoeaeseeoeeoee ee ee & 8 


AdGresS  ercceceseereesrsesenseeareeeeeseseeeseeee 


eseeveeoeveeaeaeev ee Pevaseeweeeseesvpees*?eoee#eoeeeeeeeesete @ @ 


eeseveeeseeeeoeewevseeeee see meso eee 88 6€ 8 @ @ 


3rd Flocr, 16 Charlotte Street, 
Bristol BSi 5PP. 
Telephone: (0272) 22440 


eeeeaesveseseeneeeeeweeeeeseeseeoee esos e ee ee 8 8 @ 


eseeooeoeesveseo4ee @eoevee*# veeveweeseeveeeeeoeeeeee e @ 


SeFsSeCe Membership Number ceecrscccceseseseerce ( Members only ) 


e 
® 
fa 
0 
My 
bas 

ae) 
ct 
fot 
fe) 
ro 


a 
he 


| 


TOTAL ENCLOSED Io 


Flease make cheques and postal orders payable to "THE SCFTWARE FARM", 


For orders outside the U.K. please add AIR MAIL postage and make payment 
in STERLING. Thank you. 


Principals: d. N. Chappell & S. C. Green VAT No. 397 4535 06 


